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Fighter 12 
CLASS & LEVEL 


Juggernaut (UA) 
RACE 


Strength 
Dexterity 
Constitution 


Intelligence 
INITIATIVE _7 


Wisdom 


Charisma 


“4 ; ; ; 
Resistances - Poison, Acid 
Immunities - Disease 


DEFENSES 


Advantage Against 
Poison 


SAVING THROWS 


_+1 Acrobatics DEX 
_+2 Animal Handling wis 
_+2— Arcana INT 

Athletics STR 


Deception CHA 


_+2_ History INT 

_+6 Insight WIS 
Intimidation CHA 
Investigation INT 

_+2_ Medicine wis 
Nature INT 


Perception WIS 


=== ACTIONS === 
Standard Actions 

Attack, Cast a Spell, Dash, Disengage, Dodge, 
Help, Hide, Ready, Search, Use an Object, 
Opportunity Attack, Grapple, Shove, Improvise, 
Two-Weapon Fighting, Interact with an Object 


Performance CHA 
Persuasion CHA 
Religion INT 
Sleight of Hand DEX 


Stealth DEX === BONUS ACTIONS === 
Second Wind « 1 / Short Rest 
Once per short rest, you can use a bonus action to 


regain 1d10 + 12 HP. 


Survival WIS 


=== SPECIAL === 
Action Surge « 1 / Short Rest 

You can take one additional action on your turn. 
This can be used 1 times per short rest. 


SKILLS 


PASSIVE WISDOM (PERCEPTION) 


Quake Breakers 412 


Unarmed Strike +11 
PASSIVE WISDOM (INSIGHT) 


lron Fists +11 


PASSIVE INTELLIGENCE (INVESTIGATION) 


SENSES 


Acolyte 
BACKGROUND 


NerdImmersion 
PLAYER NAME 


(Milestone) 
EXPERIENCE POINTS 


Current HP 


HIT POINTS 


FAILURES C=C )=C) 


HIT DICE DEATH SAVES 


=-- ARMOR === 
Heavy Armor, Light Armor, Medium Armor, 
Shields 


=== WEAPONS === 
Martial Weapons, Simple Weapons 


=== LANGUAGES === 
Common 


PROFICIENCIES & LANGUAGES 


Extra Attack 
You can attack three times whenever you take the 
Attack action on your turn. 


Indomitable + 1 / Long Rest 

You can reroll a saving throw that you fail - you 
must use the new roll. You can use this 1 times per 
long rest. 


War Magic 
When you use your action to cast a cantrip, you 
can make one weapon attack as a bonus action. 


Weapon Bond 
You can perform a 1 hour ritual to create a magical 


ACTIONS 


1d8+8 Slashing 3/3 Charges, Martial, Versatile 


8 Bludgeoning 


1d4+7 Bludgeoning 


WEAPON ATTACKS & CANTRIPS 


— 


—— eI CHARACTER NAME 


=== FIGHTER FEATURES === 
* Hit Points * PHB 71 
* Proficiencies * PHB 71 


* Fighting Style * PHB 72 
You adopt a fighting style specialty. 


| Two-Weapon Fighting * PHB 
When you engage in two-weapon fighting, you can add 
your ability modifier to the damage of the second 
attack. 


* Second Wind * PHB 72 
Once per short rest, you can use a bonus action to 
regain 1d10 + 12 HP. 


| 1/ Short Rest * 1 Bonus Action 


* Action Surge * PHB 72 
You can take one additional action on your turn. This 
can be used 1 times per short rest. 


| 1/ Short Rest * Special 
* Martial Archetype * PHB 72 
| Eldritch Knight 


* Spellcasting * PHB 75 
You can cast known wizard spells using INT as your 
spellcasting modifier (Spell DC 14, Spell Attack +6). 


* Weapon Bond « PHB 75 

You can perform a 1 hour ritual to create a magical 
bond between yourself and one weapon. Once 
completed, you can't be disarmed of the weapon 
unless you are incapacitated, and you can summon it 
as a bonus action to your hand (if it's on the same 
plane of existence). You can have up to two bonded 


WEIGHT CARRIED 
3 Ib. 
ENCUMBERED 
750 Ib. 
PUSH/DRAG/LIFT 


1500 Ib. 
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weapons. 
| Special 


* Extra Attack * PHB 72 
You can attack three times whenever you take the 
Attack action on your turn. 


| Special 


* War Magic * PHB 75 
When you use your action to cast a cantrip, you can 
make one weapon attack as a bonus action. 


| Special 


* Indomitable * PHB 72 

You can reroll a saving throw that you fail - you must 
use the new roll. You can use this 1 times per long 
rest. 


| 1 / Long Rest + Special 


* Eldritch Strike * PHB 75 

When you hit a creature with a weapon attack, it has 
disadvantage on the next saving throw it makes 
against a spell you cast before the end of your next 
turn. 


=== JUGGERNAUT (UA) RACIAL TRAITS === 


* Warforged Resilience *_APT 

You have advantage on saving throws against being 
poisoned, and you have resistance to poison damage. 
You are immune to disease. You don’t need to eat, 
drink, or breathe. You don’t need to sleep and don’t 
suffer the effects of exhaustion due to lack of rest, and 
magic can’t put you to sleep. 


* Sentry's Rest *_APT 


FEATURES & TRAITS 


Acolyte 
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PLAYER NAME 


(Milestone) 
EXPERIENCE POINTS 


When you take a long rest, you must spend at least 6 
hours in an inactive state rather than sleeping. In this 
state, you appear inert, but it doesn’t render you 
unconscious, and you can see and hear as normal. 


* Integrated Protection * APT 
Your body has built-in defensive layers, which 
determine your armor class. 


| Heavy Plating (armor) * WGtE 
Your armor class is 16 + your proficiency bonus. You 
have disadvantage on Stealth checks. 


* Iron Fists *»_APT 

When you make an unarmed strike, you can deal 1d4 
+ 7 bludgeoning damage instead of the normal 
damage. 


| 1 Action 


* Powerful Build *_APT 

You count as one size larger when determining your 
carrying capacity and the weight you can push, drag, 
or lift. 


=== FEATS === 


* Athlete » PHB 165 

Increase your STR or DEX score by 1, and when you 
are prone, standing up uses only 5 feet of your 
movement. Climbing doesn't cost you extra movement, 
and you can make a running long jump or a running 
high jump after moving only 5 ft. on foot, rather than 10 
ft. 


* Dual Wielder * PHB 165 

You add a +1 bonus to AC while you are wielding a 
separate melee weapon in each hand, can use 
two-weapon fighting even when the one-handed melee 
weapons you are wielding aren't light, and can draw or 


Quake Breakers 


Pakari, The Great Mask of Strength 


Toa of Earth 
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stow two one-handed weapons when you would 
normally be able to draw or stow only one. 


ADDITIONAL FEATURES & TRAITS 


ADDITIONAL EQUIPMENT 


Medium 


GENDER SIZE HEIGHT WEIGHT 


CHARACTER NAME ALIGNMENT 


PERSONALITY TRAITS 


IDEALS 


BONDS 


/ 
5 
5 

NN 


CHARACTER APPEARANCE ALLIES & ORGANIZATIONS 


CHARACTER BACKSTORY ADDITIONAL NOTES 


SPELLCASTING SPELL ATTACK 
|_d SPELLCASTING ABILITY BONUS 
CLASS 


=== CANTRIPS === (At Will) 

Mold Earth Fighter A 30 ft./5 ft. Cube Instantaneous EE 162 5 ft. Cube, S 
Thunderclap Fighter A 5 ft. Instantaneous EE 168 Ss 

Blade Ward Fighter A Self 1 round PHB 218 ~—_—D: 1Rnd, V/S 


=== 1st LEVEL === 4 Slots OOOO 
Earth Tremor Fighter Instantaneous EE 155 VIS 

Shield Fighter 1 round PHB 275 D: 1Rnd, V/S 
Jump Fighter 1 minute PHB 254 =D: 1m, V/S/M 
Catapult Fighter Instantaneous EE 150 Ss 


=== 2nd LEVEL === 3 Slots OOO 
Maximilian’s Earthen Grasp <C> Fighter 30 ft/5 ft. Square Concentration, upto1 minute EE 1614 D: 1m, 5 ft. Square, V/S/M 
Dust Devil <C> Fighter 60 ft./5 ft. Cube Concentration, upto 1 minute EE 154 D: 1m, 5 ft. Cube, V/S/M 
Shatter Fighter 60 ft./10 ft. Sphere Instantaneous PHB275 10 ft. Sphere, V/S/M 
Earthbind <C> Fighter 300 ft. Concentration, upto 1 minute EE 154 D: 1m, V 


=== 3rd LEVEL === 
Erupting Earth Quake Breakers 120 ft./20 ft. Cube Instantaneous 1 Charge (3/3), 20 ft. Cube, V/S/M 


=== 4th LEVEL === 


Stoneskin <C> Ring of Earth Elemental Command A Concentration, up to 1 hour 3 Charges (5/5), D: 1h, V/S/M 


Stone Shape Ring of Earth Elemental Command A Instantaneous 2 Charges (5/5), V/S/M 


=== 5th LEVEL === 


Wall of Stone <C> Ring of Earth Elemental Command Concentration, upto 10 minutes 3 Charges (5/5), D: 10m, V/S/M 


=== 8th LEVEL === 


Dominate Monster <C> Ring of Earth Elemental Command F Concentration, up to 1 hour 2 Charges (5/5), D: 1h, V/S 


SPELLS 


